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SAFETY INFORMATION 



Safety information 


ABOUT PHOTOSENSITIVE SEIZURES 

A very small percentage of people may experience a seizure 
when exposed to certain visual images, including flashing 
lights or patterns that may appear in video games. Even 
people who have no history of seizures or epilepsy may have 
an. undiagnosed condition that can cause these “photosensitive 
epileptic seizures” while watching video games. 

These seizures may have a variety of symptoms, including 
lightheadedness, altered vision, eye or face twitching, jerking o; 
shaking of arms or legs, disorientation, confusion, or momenta 
loss of awareness. Seizures may also cause loss of consciousne 


striking nearby objects. 

Immediately stop playing and consult a doctor if you experience 
any of these symptoms. Parents should watch for or ask their 
children about the above symptoms—children and teenagers are 


more likely than adults to experience these seizures. 

The risk of photosensitive epileptic seizures may be reduced 
by sitting farther from the television screen, using a smaller 
television screen, playing in a well-lit room, and not playing 
when you are drowsy or fatigued. 

If you or any of your relatives have a history of seizures or 
epilepsy, consult a doctor before playing. 

Other Important Health and Safety Information The Xbox 
Instruction Manual contains important health and safety 
information that you should read and understand before using 
this software. 


AVOID DAMAGE TO YOUR TELEVISION 

Do not use with certain televisions. Some televisions, especially 
front- or rear-projection types, can be damaged if any video 
games, including Xbox games, are played on them. Static images 
presented during the normal course of gameplay may “burn 
in” to the screen, causing a permanent shadow of the static 
image to appear at all times, even when video games are not 
being played. Similar damage may occur from static images 
created when placing a video game on hold or pause. Consult 
your television owner’s manual to determine if video games 
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The Cock and Plucker—no plucking competition! 




















DEBRIEFING 


On your feet, soldier. This is a war manual, intended to offer 
a crash course in the fine arts of strategy, marksmanship and 
running people over in tanks. If you’ve had extensive combat 
training, some of this may be old news to you. Considering the 
mortality rate around here, though, you’re probably a rookie, 
and if you don’t want to die a rookie then you’ll pay very 
close attention, do you hear? 

Anyway. It’s hell out there. Tediz killing Squirrels, Squirrels 
killing Tediz—it’s madness. But it pays the bills, so deal 
with it. And every single scummy private has a role to play: 
whether you’re a big, witless Demolisher, a wily little Sneeker 
or anything in between, trust me when I say that you will 
be called up for action, so don't go thinking you can just 
lurk in the background. Deadlocks need breaking. Strongholds 
need storming. It’s hell out there. I think I already mentioned 
that. 

So what do you need to do? Well. I’ll tell you. You need to 
master your weapons, hone your skills, and get some hands- 
on time with state-of-the-art military technology, because 
you’ll need everything you've got to survive, let alone 
succeed, in today’s field of battle. Or rather, not today’s field 
of battle. Things have taken a strange turn since some genius 
on one side or another found a way to travel to combat zones 
of the past and future,, and as you can imagine, this little 
development is playing merry hell with the way in which we 
fight the war. 

Basically, ‘volunteers’ on both sides are being sought to go 
back and confront opposition forces head-on at key points in 
the Old War, then charge forward in time to join their brave 
colleagues already engaged in the Future War. I have to say, 
personally, it’s not something I’m too happy about. We never 
had any of this absurd time-travel malarkey in my day. All 
we had to do was run out into a field; stab someone in the eye, 
he’d fall over, Bob’s your uncle. 

Nevertheless, the art of soldiering remains a noble one, and 
at the end of the day—whether that day is today, happened 
years ago or is still an undefined possibility in the roiling flux 
of time—it’s what we’re here for. 

Pick up your weapons, recruit. We’re moving out. 


DEBRIEFING 














Move around the field 
click to jump 


X, Y, B, A 
BUTTONS 


Rotate camera; click for head' 


cam mode (if applicable) 


LEFT THUMBSTICK 


||Change weapon/item* 


BACK 


START 


Select character’s special 


ibility 


Reload weapon; activate 
terminal; confirm menu selection 


RIGHT 

THUMBSTICK 


Vote to remove player 


Xbox Live only) 


WHITE 

BUTTON 


ioggle radio mode 


BLACK 

BUTTON 


(Xbox Live only) 


* TAP TO SCROLL THROUGH LIST; HOLD 
DOWN TO SELECT MANUALLY 


X Button 


A Button 




mi)OP MOVEMENTS 


GAME CONTROLS 


MO W 


Left Trigger 


^Change mode of current weapon* | 


Right Trigger 


Fire/use/deploy current 
1 weapon/item 


Left Thumbstick 


Right Thumbstick 


START Button 


Hi BACK Button 


El Y Button 


[O B Button 


I Black Button 


White Button 


Toggle standing/crouching/prone 
position (as applicable to 
class); cancel menu selection 


CONTROL SETTINGS 

Default settings shown. Other presets can be 
chosen from multiplayer Profile Options menu. 

Y Axis can be toggled via in-game Pause menu. 
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Additional Comms 

These icons may also appear during play, depending on game type: 


o 

0 





These represent the ongoing state 
of victory conditions, such as 
captured flags/plans. The green 
icon displays the SHC total, red 
the Tediz count. 


The SHC General and sinister 
Tediz leader may appear at certain 
points to inform you of key 
objectives, accomplishments or 
failures on either side. 


SPECIAL ' 

AMMO 

ABILITY 

TYPE 


RETICLE/ 
AMMO COUNT 


WEAPON 

TYPE 





















































YEDIZ 




BOOT CAMP 


Look lively, rookie. There are some things that all combatants || 
j need to know, preferably before they get thrown headfirst into || j 
j a war zone—so face front, chin up and let’s get started. j 0 


Factions 

|j The Squirrels—aka the SHC. or Squirrel High Command—see jj 
j§ themselves as the good guys. Which is fine, except when \ 
§ they’re being sappy and melodramatic to the point where l 
1 people just want to shoot them in the head (something that \ 
i may well end up happening). Needless to say, the Tediz tend j 
8 to look down on them from a great height. 


| The Tediz themselves are cold, take-no-prisoners sorts and j 
| generally have a pretty bad rep. Some even call them the j 
| forces of Evil. But you know what? It doesn’t matter: You’re a |: 
j soldier, not a philosopher. Tediz take bullets and go down just i 
| like anyone else, so just concentrate on that whether you’re | 
| one of ’em or staring one of ’em in the eye. 


Missions 

| Your ultimate aim is twofold: to gain an advantage over the 
|| enemy for your chosen side, while performing well enough on 
|| an individual basis to ensure your own advancement through 
11 the ranks. Progress towards each of these outcomes is made 
|| by taking part in campaigns. You will arrive at each battlefield 
!§ with a specific set of victory conditions (VCs) to meet, and 
i from that point on, you should do everything in your power to 
(j see that these are fulfilled if you wish to achieve great things 
j for both yourself and your commanding officers. 





















BOOT CAMP 



Bearing Arms 

Each and every one of you will go into battle armed with 
jan appropriate primary weapon and stock of grenades, some 
blasses also being granted specialist utilities. Ammunition for 
most weapons is unlimited, but that’s not going to help any 
idiot who forgets to reload with © after a hrefight—so don’t. 

Secondary weapons can be added to your arsenal (along with 
new ammo types, items and special abilities, in some cases) 
by collecting a yellow upgrade token on the battlefield. Each 
of these tokens is hotly contested, however, and once claimed 
will not reappear until the lucky trooper carrying it has been 
hunted down and shot. 

Tap Q to scroll through your list of weapons, or hold it 
down to bring up the full list and choose the one you want 
(release O to select). Similarly, d changes the function of 
your chosen weapon, so for instance Thermophiles would use 
it to hop between the Sinurator’s Napalm and Acid modes in 
addition to switching grenade types. 


You’ll move faster with no weapon drawn— 
select the Open Hand option—but soldiers who 
voluntarily disarm themselves without being 
very sure of their course of action are soldiers 
we won’t be crying over when it all goes pear- 
shaped. Also, note that a captured flag or an 
armload of Special Ordnance temporarily 
replaces the Open Hand option. 


Abilities 

In addition to your offensive arsenal, 
you'll also have at least one special 
ability to call upon. All troops are given 
a Spray Can for tagging enemy turf, but 
other abilities are class-dependent, such 
as Cloak and Self Heal. To display and 
choose from your own abilities, hold 
down ©. Many of these are timed (see 
bar next to icon)—press © again to 
cancel the ability before the time expires. 
The bar will refill slowly after use. 


























Health 

Your health bar goes down as you take damage. These things 
happen. It should not escape your notice that not all classes 
have access to restorative items or abilities, so those without 
may find themselves relying on more medically qualified 
comrades when times get rough. The moral of the story? 
Don’t make too many enemies. Or, equally valid, don’t get 
shot. 


Respawning 

Take enough hits, and your health will reach zero. When 
that happens, you die. Simple as that. Luckily for you, our 
tried-and-tested respawning technology has been successfully 
transplanted into both Old and Future War campaigns, so it’ll 
take more than one humiliating demise to put you out of 
action for good. Simply choose your respawn point (assuming 
the battlezone has more than one) to rejoin the fray. 


Changing Class 

Find yourself stuck in a situation that requires a specific 
skill, or just got your mind set on a change of strategy? It is 
possible to switch classes in the heat of battle via the Pause 
menu, although this does mean returning to a respawn point. 
Fortunately we’re not required to let you change factions in 
mid-campaign too, as that’d just be madness (although the 
higher-ups almost insisted on it at one point, something about 
“making more allowances for career experimentation”—it s 
political correctness gone haywire, I tell you). 


Okay, that should be enough basic information for now . 
Anything else you need? You'll pick it up soon enough. 
And if you don't, you won’t be in a position 
where you need to worry about it. 



















CLASS WARFARE 




(GRUNT 

PRIMARY WEAPON 

UPGRADE WEAPON 


Sturm 21 

Hogster 


DEFAULT ABILITIES 

SPECIAL CONTROLS 


Self Heal 

Spray Can 

Click © tor head-cam 
mode (with weapon 
out); press ©to toggle 
standing/crouching 
position 

The all-rounder, the jack of all trades, the basic, reliable combat unit. 

Grunts have no particular speciality or imposing physical characteristic, 
but they compensate for it in other ways—with guts, access to powerful 
firearms and the valuable Self Heal ability (which naturally makes them a 
i lot harder to kilt if given time to use it). 



PRIMARY WEAPON 

UPGRADE WEAPON 

Sabre 

Dagger 

DEFAULT ABILITIES 

SPECIAL CONTROLS 


Cloak 

Feign Death 

Press to cancel Cloak/ 
Feign Death/Disguise ability 


Spray Can 


Never trust a Sneeker! Forget their relatively weak long-range capability— 
Sneekers are devastating up close and all too good at getting up close in 
; the first place, especially when using Cloak. Their ability to Feign Death 
(and, with the help of an upgrade, Disguise themselves) also provides 
, some nasty opportunities for surprise attacks. 


WISHER ^ 

PRIMARY WEAPON 

Bazooka 

UPGRADE WEAPON 

Strayfur 

if 

DEFAULT ABILITIES 

Berserk 

Spray Can 

SPECIAL CONTROLS 

Click ©for head-cam 
mode (with weapon out); 
pull O to attack while 
Berserk; press to 
cancel Berserk mode 
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want nothing more out of life than to smash stuff up, which is why they 
get the Bazooka. Not enough for you? They can also enter a Berserk state 
which allows for faster movement and an extra ground punch attack, 
though mercifully it wears off in time. 



































PRIMARY WEAPON 


UPGRADE WEAPON 


Widowmaker 


Krotch 45 


uma 


DEFAULT ABILITIES 
Infravision 
Spray Can 


SPECIAL CONTROLS 

Click © and ©o 
control zoom in sniper 
mode; press © to toggle 
standing/crouching/ 
prone position 


The antithesis of the Sneekers, Long Rangers are a class renowned 
for their lonc-distance effectiveness in the field of battle. Combined 
with Infravis on, a means of scanning the whole battlefield for enemy 
positions, this makes them a serious menace at any distance—at least 
until you can get up really close and blow their heads off. 


PRIMARY WEAPON 

Sinurator 

UPGRADE WEAPON 

Fauster 

DEFAULT ABILITIES 

Self Heal 

Spray Can 

SPECIAL CONTROLS 

None 


The class of choice for the mentally unstable in the ranks. The ‘eccentric’ 
Thermophiles love to go nutjob ape-crazy and torch everything in sight 
with the old Sinurator, and while they may seem relatively weak, they also 
have the capacity to restore both their own and other soldiers’ energy... 
when they’re thinking straight, that is. 


V 


€€€ 
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A class of extremes. Essentially unremarkable on the ground and initially 
lacking in any kind of specialist ability beyond their pilot training, the 
Sky Jockeys really come into their own when given access to a Steed or 
Mule 52, as no other class can handle either of these airborne vehicles. 
Widespread carnage frequently ensues. 



PRIMARY WEAPON 

UPGRADE WEAPON 


DP 500 

N/A 


DEFAULT ABILITIES 

SPECIAL CONTROLS 


Spray Can 

Click © for head-cam 
mode (with weapon out) 





































GETTING TOOLED UP 


© 


PRIMARY WEAPONS 


** 

BAZOOKA 

Specialist heavy weapon available only to the 
Demolisher. Standard missiles tire directly ahead, the 
Fire & Forget type automatically locks onto air targets, 
while the Guided missile upgrade uses an on-board 
camera for maximum accuracy. 


$ 

WIOOWMAKEK 

Tailor-made for the Long Ranger, this elite sniper rifle 
offers standard 7.62mm tips or hardcore DU (depleted 
uranium) tips for taking out vehicles and heavy artillery. 

It has two zoom modes, with a third upgrade, and can 
be used while standing, crouching or prone. 


<*- 

# 

STIJllM 21 

A triple-barrelled bundle of fun supplied to the Grunt 
class. The Sturm 21 generally fires in bursts of three 
but can be switched to autofire when you need to 
discharge its 50-round capacity as quickly as possible. 

It can also fire vehicle-destroying Dum-Dum rounds. 



SIMULATOR 

The Thermophile’s fearful weapon of choice, which can 
fire either Napalm (for use on enemy troops) or Acid 
(to destroy vehicles), sending out a funnel of flame or 
a vicious acidic stream respectively. Both modes tend 
to get the job done. 


ZS - 1 

v. 

SABRE 

Sneekers tend to favour a charming close-combat 
approach, so they carry the Sabre. It can be used in 
either attack or defence posture: defence offers some 
protection from enemy strikes, and also serves to 
charge up a more powerful blow. 


& 

Bp soo 

Cuttiny-edge firearm and standard weapon of the Sky 
Jockey. Its light weight means that two can be fired 
simultaneously, and with 20 shots per round and built- 
in Standard (one-shot) and Burst (three-shot) modes, 
it’s a dangerously versatile piece of kit. 
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FUTURE WAR 


□ 


OLD WAR 




















































FUTURE WAR 




i battle. 
Smoke 


SECONDARY WEAPONS AM) l .TILIT1ES 

UPGRADES 

Most classes receive an extra weapcr -f- re 
upgrade. The Demolisher gets the heavy-sj:. E : *. 
the Sneeker a set of Daggers for throwing an: star: *; 
the Grunt a Hogster grenade launcher, the Lena Ra-ge* 
I a pair of Krotch 45 pistols and the Thermo: - e r 
experimental Fauster laser device. In addition tc- $ 
upgrading can also bestow new abilities, extra grenaae 
types and greater access to Special Ordnance and 
Mobile Units. Just watch for enemies (or ruthless allies) 
j seeking your upgrade token for themselves. 




SXOOPA 


X 7 

Remote-control camera employed by Sneekers to scope 



out the area ahead. Highly useful in stealth situations but 



not to be relied on so heavily in full-scale firefights. as 


w 

using it leaves you temporarily vulnerable. 


GRENADES 


All soldiers are stocked up with grenades before 
They come in several juicy varieties—Napalm, 
and Magnova are just a few—although no class has 
access to all types. Unlike ammunition for your other 
weapons, you do not have an unlimited supply of 
grenades, but they can be replenished by checking in at 
Special Ordnance terminals. 


\Jk- 
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Both the Sky Jockey and Demolisher are skilled in 
wielding this piece of equipment, 'which can be used to 
repair damaged and inoperable terminals and Mobile 
Units. Not suitable for use on people (we’ve tried). 



HACKING DEVICE 

Not actually a weapon but a useful gadget carried by 
those of the Sneeker class. Invaluable for gaining access 
to a secured area or for changing the ownership of a 
terminal to confound your enemies. 



MEDGIJN i 

‘Friendly fire’ from a Medgun (or use of a similar ability) 
is the only way to restore energy to those classes not 
equipped with the Self Heal ability. Note that it is not 
an offensive weapon, so don’t get caught short by the 
enemy while using it. 


















































SPECIAL ORDNANCE 

i You’ll see two different types of terminals on the battlefield, I 
% unless you’ve had half your face blown off or something. One | 
§ is for the delivery of Special Ordnance, the other for Mobile I 
IS Units. If you can access them ( red terminals are for the use | 
|of Tediz, green for Squirrels), press © and you’ll be given! 
§ choices based on the capabilities of your class. Upgrades may | 
|| also improve your level of clearance. 

H The following hardware is only available from Special Ordnance j 
I terminals and must be manually lifted, carried and dropped J 
B into place when received. 


1 

MINES 


A stack of three landmines to be placed wherever 
you like. Decide where you want them quickly before | ] 
the enemy turns up and catches you off-guard with 
an armful, but don’t trip over, for Pete’s sake. 



SKYGUA1U) 

An effective bit of anti-air kit, which automatically 
monitors the skies when placed and activated. 

Locate it well out in the open for maximum effect, 
and unsuspecting enemy fly-bys will prove very 
costly. 

' 


1 ^ * 

EAUTBGUA1U) 

An automatic weapon along the same lines as the 
Skyguard, but dedicated to ground rather than air 
defence. And if you hadn't already worked that out 
for yourself, you’ll probably blow your own head off 
trying to use it. 



GATE MAKER 

The only item on the list not used for direct offence, 
this state-of-the-art device creates a pair of portals 
allowing instantaneous transportation from one 
point to another. Obviously, both gates must be set 
up before the system will function. (We’re just trying 
to avoid making extra work for the cleaners.) 

| Li future war EU old war 







































The Sky Jockey’s other exclusive ride, and a 
spacious troop carrier; gunner positions are open 
to other classes. Again, 0 moves and 0 steers 
(Q| otters a bomb view), while landing, eject and 
parachute controls are identical to the Steed’s. 


FUTURE WAR 


Airborne vehicle available only to the Sky Jockey. 
In the air. use 0 to move (click for boost), 0 to 
steer and (j| to switch weapons. Press 0 to land 
(where appropriate); in an emergency, press and 
hold © to eject, then Q to deploy the parachute. 


MOBILE UMTS 


ft Each, class Is trained in the use of only one or tv;: vehicles. I 

Blast thing we want is Demolishers trying to pilot Steeds I 

1 Mules and wiping out half of their own army. However. s:me I 
1 vehicles do allow unqualified classes to hitch a lift. Staniar-i I 
p procedure is to access Mobile Units through the relevant I 
1 terminals, but should you find one in the field, blue symbols I 
1 mean you can ride it, while red symbols mean you can’t. All I 
1 vehicles use Q to enter/exit and Q to fire. 


TOAD Mli. II 


Basic war zone transportation and the only vehicle 
widely available to those of a Grunt or Thermophile 
persuasion. Use 0 to steer and move and 0 to 
control the gun turret. 


R-HOG Ei 

Built for speed and manoeuvrability rather than 
direct aggression, this is the default transport for 
Sneekers and Long Rangers. Again, use 0 to steer 
and move (click for a temporary speed boost). 


TAXKIJS_ ___1 

Allows for no-nonsense heavy warfare in the hands 
of a Demolisher. While slow and unwieldy, its 
appalling destructive power can't be denied. 0 
steers and moves; Q swivels the gun turret. 


STEED 


















































MULTIPLAYER MODES 



0. A CALL TO ARMS: THE 

MULTIPLAYER MODES 


I 

JLi 


Conker™: Live 8c Reloaded ultimately offers three ways in 
which you can engage the enemy: over Xbox Live (full-scale 
online warfare), using System Link (slightly smaller-scale, 
played over a network) or against Dumbots Gocal battles 
on a single Xbox® console). Your choice will depend on your 
circumstances and whether or not your basic soldier’s wage 
stretches to an Xbox Live subscription. 

Profiles 

The first decision you need to make before accessing any of 
the multiplayer modes is which Profile you want to assume. 
You can either create a new one or choose from those you’ve 
previously established (note: seek psychiatric aid if your list 
of personalities gets too long). 

By selecting Profile Options you can rename or delete a 
Profile, change its avatar image, rename the Dumbots 
associated with it, or choose your controller setting from a 
range of presets. 

As you overthrow whole regiments and wade through the 
bodies of your fallen foes, your chosen Profile will gradually 
accumulate CP, eventually leading to an advancement in 
rank. Achieving victory conditions and successful kills are 
the obvious contributing factors to CP. but other methods— 
and point multipliers—are also there for the finding. 

Note, however, that such accomplishments only earn you CP 
during Xbox Live battles. The results of System Link and 
Dumbot clashes have no lasting effect on your Profile, so don’t 
expect to make a meteoric ascent through the ranks simply 
by wiping the floor with your rubbish workmates or putting 
the Dumbots on a useless skill level and shredding them in 
their thousands. 


XBOX LIVE 

Take Conker: Live & Reloaded Beyond the Box 

j Xbox Live is a high-speed or broadband Internet gaming 
| community where you can create a permanent gamer identity, 
i set up a Friends list with other players, send and receive 
invitations to play games, view stats on your performance to 
date and either join an existing Conker: Live <Sc Reloaded. 
campaign or host your own. 








Connecting 

1 Before you can use Xbox Live, you must connect your Xbox |- 
| console to a high-speed or broadband Internet connections 
f and sign up for the Xbox Live service. To determine if Xbox ? 

| Live is available in your region and for information about j 
| connecting to Xbox Live, see www.xbox.com/connect. 

Battle Career 

£ Select Battle Career from the Xbox Live menu to visit the 1 
| Player Stats screen (a monitor of your personal progress j 
1 and achievements) or view High Scores across the entire 55 
I bloodthirsty Xbox Live community. 

Friends 

I View, manage and communicate with your list of combat 
I zone contacts, and send them invitations to join the fun in 
S all manner of bullet-riddled hell-holes. 

Messages 

1 Here’s where you go to receive notes from across the! 
j community. Good for seeking consolation when you’ve 1 
| unceremoniously popped your clogs. 

Appear Offline 

l Activate this and make your online presence detectable 8 
{ only to those involved in the current match. Your Profile I 
l effectively becomes invisible (i.e. appears offline) to others. | 

Play Live 

t| When you're finally ready to challenge enemies the world over, 1 
1 there are various ways of finding a suitable battleground.! 
if Feel free to kick off a skirmish of your very own by Creating 1 
if a match, or you can use the Quick Match and OptiMatch iVi | 
H facilities to locate a power struggle already in progress. 

Quick Match 

| The easiest and least time-consuming way to join an online 1 
I battle. Don’t worry, trooper—we understand what it’s like! 
1 when the need takes you. Quick Match simply looks fori 
I matches in progress and drops you into the first open game 1 
I slot it finds. There you go, instant stress-free action to calm 8 
I those itchy trigger fingers. Breathe out. It’s okay now. 
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OptiMatch 

If you don’t have the time or inclination to Create a match, 1 
hut you do want something more specific than the basic Quick I 
Match search, turn to OptiMatch. This allows you to tweak | 
a range of specifics (Arena, Min/Max Players, etc.) before | 
searching, so that all matches with available slots are filtered | 
down to the ones closest to your requirements. Then all you 1 
have to do is choocc one of the tempting melees on offer. 

Should you find nothing to suit your tastes, you can either i 
refine your search settings or Create your own match based § 
on the original criteria. Or you could just find something else I 
to do, as real soldiers don’t care how and when they fight, fg 
just as long as there’s some kind of fightin’ going on. 


Create Match 

If you’re the sort of trooper who likes to play by your own W 
rules, here’s how to set up a skirmish rather than jumping 1 
into one that's already running at full tilt under settings i 
determined by someone else. 


Press ' at the Level Select menu to see the match criteria 1 
that can be configured to your liking. Number of Lives and j 
Timer are self-explanatory; use (§ and E> to adjust the! 
count. Swap After VC allows teams to exchange p 03 ition 3 || 
and objectives after a victory condition is met, though this i 
only applies to matches where teams have separate VCs (in 8 
flag-based battles where objectives are identical, it becomes 1 
Flag Reset On VC). The number of Max Players (up to 16) Jt 
and Reserved Slots (for invites to Friends) can also be fixed i 
here, Team Deathmatch can be activated to eliminate victory 
conditions from play, and the Mission Brief cutseene can be B 
viewed if you’ve forgotten what you're meant to be doing. 

To go even deeper into the tweaking process, select Advanced i 
Configure. Upgrades, radar and terminals can all be turned | 
on/off here, and individual classes can be banned from play. I 
The Even Teams option allocates players evenly to ensure j 
(relative) fairness between sides, while Class Limit activates 
predetermined class restrictions for opt imum level balance; S 
for example, no more than two Demolishers and three j 
Sneekers in play. (Note: Dumbot Configure replaces Advanced j 
Configure when setting up battles on a single Xbox console.) jj§ 


Match 

More or less identical to a Created match, but on a strictly J 
invitation-only basis. A Private Match will not show up in the ] 
search results of anyone failing to meet that criterion. 












SYSTEM LINK 

| With System Link play, you can connect two Xhc x :: r_i: x£ ui: I 
are physically linked with an Xbox System Link I i: .r : : :x : - I 
1 when using' an Ethernet huh and standard ELherne: :x: xf 7: I 
|t more information, see your Xbox instruction manna. 

Join Game 

j Not interested in setting up a battle of your own? Just ::chmg ! 
| for an immediate frontline fix? Take this option to rur. a I 
\ quick search for System Link games already in progress, I 
l and take your pick from the summary of active conflicts. I 
| If there’s nothing suitable, you can always press to Create I 
I a match after all. 

Create 

f: Choose to run a match yourself and it's your job to nominate J 
l the battlefield and tackle the configuration setup. The Create \ 
§ option takes you to a list of available levels; highlight one | 
l that takes your fancy and, if you’re happy with the default | 
I settings, just press © to dive straight in. 

I If you’re the type who likes nothing better than to fiddle \ 
£ with the settings, you should probably be behind a desk filing | 
5 paperwork rather than out in the field where you could get | 
| your fancy shoes dirty. Nevertheless, we still cater for your | 
l sort. Press while on the Level Select menu to jump into | 
I configuration heaven for nerdy bookworm types (see the jj 
if Create Match description under Xbox Live). 


DIJMBOTS 

1 

The most straightforward and immediate multiplayer mode—a $ 
| single Xbox console used as a battleground for either one or | 
itwo budding soldiers, battling head to head or side by side | 
S amidst a bunch of screaming mad, guts-or-glo?y AI troopers. | 

Solo ' / 4 

1 No friends? Shame, but no excuse td mope about when you! 
. could be polishing your combat skills. Take the opportunity to I 
1 try out some strategies on handy damage-absorbent Dumbot I 
I opponents instead. 

Co-Op 

1 Join forces with a second human combatant against thef 
J rampaging enemy horde. Split-screen fragging fun and a * 
I valuable lesson in teamwork, or so the army shrink says. 


■x 
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Versus 

That second human combatant we talked about getting on 
your nerves yet? Resolve your differences here the old- 
fashioned way: with extreme violence. As with Co-Op, Player 

1 determines all settings (although Versus allocates Player 

2 to the opposing team), so the bone-breaking may well 
commence before the match has officially begun. 

Chapter X 

The ‘grand prix’ of game modes. Chapter X comprises all 
campaign levels played in succession, with victory conditions 
fully in place. As such, the only configuration option you 
have in this mode is the toughness of the Dumbot soldiers 
(applies to teammates and opponents alike). 

Match Configuration 

In Solo, Co-Op and Versus modes, press at the Level Select 
menu to configure settings (see the Create Match section 
under Xbox Live). You can also choose Dumbot Configure to 
tweak the AI troopers’ stats as described below. 

Mission Aware: If Mission Aware status is active, completion 
of the chosen level’s victory conditions will end the match 
and offer CP multipliers that could turn the tides of war 
(remember that many factors influence CP, so going in and 
simply blasting everything that moves does not guarantee 
a win). 

Randomly Generate/Team Generator: Not bothered who 
; you’re fighting with or against? Easy—go for Randomly 
: Generate. If you want more of a say in the selection process, 

] choose Team Generator. Use Q and E> to flip between 
i teams, then press o to add a soldier of your choice. Pressing 
cancels the last addition to a team, while selecting Clear 
erases both line-ups completely. 

Dumbot No.: Use this to decide the number of AI soldiers 
jumping into the fray, up to a maximum of 15. 

Toughness: Don’t make the mistake that so many have 
made in the past—not all Dumbots live up to their name. So 
it’s just as well that you can set their skill level manually, 
depending on what you think you can handle. 

Ja 


That’s all the training you need, rookie. Now get your helmet 
on, and move; out. Hopefully you’ve learned enough to stay 
out of the morgue for at least a couple of hours. 
















"£o uuhoGvCr ftaJS tins: 

Hi there. Name’s Conker, r m not s«re wh a 
rearing this or where a °u f'«*» byt see; 
yOM’re sticking a OMr h ° se ' n an a wa a* I mi S 
well give a ° M the full skinna- 
Y’see, there was this one time when I wok 
a hangover. Not so Mnws*al, a OM m ^kt thin 
he right-h**t this was Afferent. The last t 
rememberer was knocking hack slammers 
calling Berri to tell her rr he late an4 talk 
to some mo«4th-hreathing solder bo a s. 14 
I got rougher «P, h«t I blacker out an a w3| 
I opener rn a e a e s again, things were a lit 

-£o cMt a long stor a short, I har a heck of 
a time getting hack home, 

anUtangler^ithsome -r— 

real fruitcakes along the ( 

way. This iS a kinr °t 

riar a scrapbook thing 

of that freakiest of / 

ra a s, the one I calL. / 

m a BarT**rT>a a . f ANC 


wm 












-mm 



Heh-that’s me. Luwpe 4 myself in with the 
weir4oes, mo4est as ever. S° what’s to tell? 

'Well, Wy parents always tol4 me n©t to 4rink, 
swear or urinate in public~an 4 XVe always 
s ai 4 one out of three isn’t S° W 4 , y’kn°w? 


Q004 0I4 Berri. she was always there for we, 
4e s pite the Momestic 4 if-Rculties’ we were 
having when this whole thins Started I~ Tw 
sorry, I jMst- 4o you min 4 if we wo v e o n ? 


Wow here’s a real weir4©. B hit swelly with all 
kin 4 s of 4 istMrhin 3 habits, but he 4 i 4 seew to 
know a lot of stuff, which helpe 4 when I wasn’t 
really in a state to work thinas out for myself. 


Wot soweone you want to bump into e v ery 4 ay. 
He wasn’t so ba 4 , though. Bit of a potty mouth 
on him an4 some temper issues, but I can’t say 
he was unfair. Or particularly scary, either. 


I hear4 this guy was °ver boo years 0I4 an 4 ha 4 
been aroun 4 Since the Milk Vjars. Y e 3 h, riaht. Bs 
I 4i4n^ aet On too well with the furry freak, I 
4on’t think I’ll give him the benefit of the 4®ubt. 


Yeah, they weren’t much fun. Bs it turne 4 out, the 
s©l4ier boys back at the bar weren’t ki44ing-the 
Xe4iz really ha 4 inva 4 e 4 S^^frel country an 4 
guess who en4e4 up right in the mi44le of it all_ 








Po^ts of Interest 


GasV»: yeah v»av» a ! S^all icons ®n 
| ?a«4se screen show all cash in the 
area Cfa4e<j o4t if not collected. 


Chocolate: Restores energy, 
floats jMst ato v e the ground. 
T>Mnn° why, fc*«t it’s still tasty. 


f Coder's Pl3yer f 


Tails: Extra lives, \yeir4,1 know. 
Get that Death 3 M a to explain it 


ANDJdJQRE ■* 

























Basic Movement 




Fl Usg weapon; 
crouch © to crawl around 


E^iP weapon; 
use Context z°ne 

Jump 

(with o for 

high j^p; 
Rotate camera 
(dick to zoom; 


Heaa-cam 
(@ to look aroMn4) 


flun, walk or tiptoe 
(4epen4ing °n 


Q pause menu 


Conker’s T°P BctiOn TiPS 


S«4iM|Vlihg 

In aeep water, «se © to swim on the surface or 4ive by Pressing ©. 
Un4Grwater, © is still use4 for swimming, while © changes 4irection 
an4 ■ • ; 3n4 © allow you to sink an4 surface respectively. Surfacing iS 
important. Y’know, for air an4 stuff. 


H^Ucoptery Thi^S 

The girls lo v e it! Press an4 hol4 © during a ;jump (preferably a high ]ump, 
using D an4 V for maximum 4istance) to pull off this bigb'dass Stunt. 


Self-Defence 

Be rea4y for trouble. If you can get your paws on, say, a baseball bat, great! 
Press © to whip it out, putting you in a fixea forwar4"facing mo4e. l|se 
© to move, Q to change 4ire C ti©n an4 El to take a wil4 swing (which can 
be exten4e4 into a combo with time4, repeatea strikes). Press © to put it 
away when you’re finishea. ’Course, the bat’s reaunaant when you’re using a 
Context Z°ne or a scene-specific set of controls. 























Bo^hCih’ PitcWforltS 

It might S04n4 bizarre, but if 
yoq wind up hitching a ride o* 
a Pitchf°rlr, concentrate on 
steering while the ’fork d°es all 
the prongujork. 


© 

© 

© 


Move around 
Jump 

Prong attack 


Context Z°r»es 

you'll find these everywhere, and they’re your west 
bet for branching ol *t your abilities. lAlhen yOM see 
the light b^lb and hear Birdy’s fayOMrite Ting! noise, 
press © Ca OM M i9ht also need Q to pull out the 
manual for later, more advanced Context Zones). 
\yhat happens next depends On the circumstances. 

Speaking of circumstances, here are some weird 
ones that I managed to get myself into, along with 
a few handy control tips f°r each. Hfter all, if it 
happened to me, it could happen to anyone, flight? 


Raptor Rvhttf 

Need a lift from a 
dinosaur? No problem. 
■When you’re firmly in 
the saddle, these should 
help bend the beastie to 

your Will. 


©:Movedino 
©:Jump 
©: Bitfi/hfiadkutt 


Jet BoarJs 

Do people really ride these 
things f°r f 4 n? Anyway, 


©: Left/Right: Steer board 
©: Up/Down: Engage 

aftPrhurnfir/brakfis 
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OCCASIONS 















SVi°tgMn/M 3 c^ne Qnn 

Whether you’re fighting 
Tedi* ° r zowVnes, a 014r 
wain weapon bastes rouch 
the saroe. R couple of v er a 
important things to tear in 
mind here: Manual reloadinS 
ah4 headshots. 


0 : Left/Right: Sidestep left/nght 
0: Up/Down: Aefl/ance/retreat 


©:Jump 

©: Take out/put away weapon 

©•.Reload 

13 Fire 


Varn^re Bat 

Being a tat definitely 
has its protlems. It’s 
difficult to digest 
chocolate, for a start, 
and those stake¬ 
throwing lynch roots 
are just no fun at all. 


0 : Left/Right: Bank left/nght: crawl 
0 : Up/Down: Fly forward/back: crawl 
0 : Move camera 
©: Decrease height 
©: Take off: increase height 
Q: Anus-cam 

13 : Let's just call it the ‘Fire’ button 


Tank 

R stinker to control, 

tut sometimes the 

°nl a thing that c 3 n 
get you out of a 
h 3 sty situation in 
one piece. Rls« has a 
very tig turret. Heh- 


©: Left/Right: Rotate tank 
0 : Up/Down: Move forward/reverse 
0 : Move gun turret: click for aiming mode 
©: Enter/exit tank 
13 Fire 


CONTENTS 


lAjell, that was N»y h°li4ay 
Scrapboolt. XhiS is Cohl»er, Signing 
«•< Hope it toij a oq everything a o 
uaantej to lrh°w, yOM h o s e a little - 
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Your Copy of Xbox Game 
Software (“Game”) Acquired in the United States 
or Canada 

WARRANTY 

Microsoft Corporation (“Microsoft”) warrants to you, the original 
purchaser of the Game, that this Game will perform substantially as 
described in the accompanying manual for a period of 90 days from 
the date of first purchase. If you discover a problem with the Game 
covered by this warranty within the 90-day period, your retailer will 
repair or replace the Game at its option, free of charge, according to 
the process identified below. This limited warranty: (a) does not apply 
if the Game is used in a business or for a commercial purpose; and 
(b) is void if any difficulties with the Game are related to accident, 
abuse, virus or misapplication. 

RETURNS WITHIN 90-DAY PERIOD 

Warranty claims should be made to your retailer. Return the Game 
to your retailer along with a copy of the original sales receipt and 
an explanation of the difficulty you are experiencing with the Game. 
At its option, the retailer will either repair or replace the Game. Any 
replacement Game will be warranted for the remainder of the original 
warranty period or 30 days from receipt, whichever is longer. If for 
any reason the Game cannot be repaired or replaced, you will be 
entitled to receive your direct (but no other) damages incurred in 
reasonable reliance but only up to the amount of the price you paid 
for the Game. The foregoing (repair, replacement or limited damages) 
is your exclusive remedy. 


LIMITATIONS 

This limited warranty is in place of all other express or 
statutoiy warranties, conditions or duties and no others of any 
nature are made or shall be binding on Microsoft, its retailers 
or suppliers. Any implied warranties applicable to this Game 
or the media in which it is contained are limited to the 90-day 
period described above. TO THE FULL EXTENT ALLOWED BY 
LAW. NEITHER MICROSOFT, ITS RETAILERS OR SUPPLIERS 
ARE I.LABLB FOR ANY SPECIAL, INCIDENTAL, PUNITIVE, 
INDIRECT OR CONSEQUENTIAL DAMAGES ARISING FROM 
THE POSSESSION, USE OR MALFUNCTION OF THIS GAME. THE 
FOREGOING APPLIES EVEN IF ANY REMEDY FAILS OF ITS 
ESSENTIAL PURPOSE. Some states/jurisdictions do not allow 
limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of incidental or consequential damages 
» so the above limitations and/or exclusions of liability may not 
I apply to you. This limited warranty gives you specific rights, and 
Bj you may also have other rights that vary from state/jurisdiction 
| to state/jurisdiction. 

[ For questions regarding this warranty contact your retailer or 
j Microsoft at: 

Xbox Product Registration 
Microsoft Corporation 
One Microsoft Way 
Redmond, WA 98052-9953 USA 
I In the U.S. or Canada, call 1-800-4MY-XB0X. 

I TTY users: 1-866-740-XB0X. 
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| Technical support is available 7 days a week including holidays! 


I Information in this document, including URL and other Internet Web 
I site references, is subject to change without notice. Unless otherwise 
I noted, the example companies, organizations, products, domain names, B 
I e-maj) addresses, logos, people, places, and events depicted herein are 
I fictitious, and no association with any real company, organization, 

I product, domain name, e-mail address, logo, person, place, or event is 
| intended or should be inferred. Complying with all applicable copyright 
I laws is the responsibility of the user. Without limiting the rights 
I under copyright, no part of this document may be reproduced, stored 
I in or introduced into a retrieval system, or transmitted in any form 
I or by any means (electronic, mechanical, photocopying, recording, or || 
I otherwise), or for any purpose, without the express written permission || 
B of Microsoft Corporation. 

E Microsoft may have patents, patent applications, trademarks, 

| copyrights, or other intellectual property rights covering subject matter || 
I in this document. Except as expressly provided in any written license | 

| agreement from Microsoft, the furnishing of this document does not 
I give you any license to these patents, trademarks, copyrights, or other || 
I intellectual property. 

I The names of actual companies and products mentioned herein may be % 
I the trademarks of their respective owners. 

I Unauthorized copying, reverse engineering, transmission, public 
I performance, rental, pay for play, or circumvention of copy protection | 

I is strictly prohibited. 


I • • ® 2005 Microsoft Corporation. All rights reserved. 

I Microsoft, the Microsoft Game Studios logo. Conker, Conker's Bad 
I Pur Day, Rare, the Rare logo. OptlMatch, Xbox, Xbox Live, the Xbox 
I Live logo, and the Xbox logos are either registered trademarks or 
I trademarks of Microsoft Corporation or Rare Limited in the United 
§ States and/or other countries. Rare Limited is a subsidiary of 
1 Microsoft Corporation. 


nn [DOLBY! 

D I G l T A l Manufactured under license from Dolby Laboratories. 

BjNK 

Uses Bink Video. © Copyright 1997-2005 by 
video RAD Game Tools, Inc. 

I Orchestral samples used in this recording from the Vienna 

■ Symphonic Library. 

8 Vocal samples courtesy of Spectrasonics’ * Symphony of Voices .” 

■ Contains samples courtesy of Spectrasonics’ “ Distorted Reality 1 &? 2/ 
8 Contains samples courtesy of Spectrasonics’ ** Liquid Grooves .* 

8 Contains samples courtesy of Spectrasonics’ "Heart of Africa 1” 

8 Includes “ The Funeral March of Queen Mary” by Henry Purcell. 

8 Voice over by Soundelux Design Music Group 


• In the U.S. or Canada, call 1-800-4MY-XB0X. 

TTY users: 1-866-740-XBOX. 

• In Mexico, call 001-866-745-83*12. 

TTY users: 001-866-251-26-21. 

• In Colombia, call 01 -800-912-1830. 

For more information, visit us on the Web at www.xbojr.com 
























Change weapon/item* | 


Change mode of 
current weapon* 


Toggle standing/ 
crouching/prone 
position (as 
applicable to 
class); cancel menu 
selection 


Move around the 
[field; click to jump 


Select characters 
special ability* 


Rotate camera; 
click for head' 
cam mode (if 


ipplicable) 


Reload weapon; 
activate terminal 
confirm menu 
selection 


Pause menu 


* Tap to scroll 
through list; hold 
down to select 
manually 


|Xbox Live sign in 


Get the strategy guide 
primagames.com® 


Microsoft 


0405 Part No. XI0-99969 


^studios' 


Y Button 


rigger 


CD Right Trigger 


Left Thumbstick 


X Button 


Right Thumbstick 


A Button 


START Button 


BACK Button 


CONTROL SETTINGS 

Default settings shown. Other presets can be 
chosen from multiplayer Profile Options menu. 
Y Axis can be toggled via in-game Pause menu 



























































